Melt Me

A Deliciously Queer Ice Cream Larp About Identity and Cumming Together
By Naohisa Iwata and Ben Bisogno 2021. Editing by Itou Keisuke.
18+ | 2 to 6 Players | 20 Minutes to 1 Hour
(BRFEIET)

Content:
Exploring gay identities through sensual encounters with ice cream.

We Will Need:

1) Voice and text chat.
2) A spoon for each player.
3) A cup of ice cream (or an alternative creamy delight) for each player.

The game can last anywhere from 20 minutes to an hour, including introductions. For 20
minute play, use a small cup of ice cream. For an hour, use a tub! This is a potentially sticky
and messy game, so playing on a wipeable surface is best. A darkened space is also
recommended. If we have 5 or 6 players, use 2 breakout rooms that all may navigate freely.

Our Time Together:

We play men, including transmen, getting intimate in a gay bathhouse’s darkroom in
Nakazakicho, Osaka. We get intimate with each other through eating ice cream! By the
climax of the game we discover how we will finish: Will we lick our cups clean? Will we save
some for later? Or, will we smother the creamy goodness all over our faces?

Melt Me is not interested in the bodies players or characters have but in exploring the ties
between identity and pleasure. When we eat ice cream, we speak in character, giving us
the chance to lick away at the identities of our partner(s)—and discover who we are.

Some see gay baths as sexual haunted houses where fears are made flesh, but in the
authors' experience, they are hallowed halls where folks from all walks of life can shed the
sweaty uniforms of day in favor of a classic look: a low towel barely concealing one’s pride.
Melt Me accepts players of all bodies and genders, age 18+. All are welcome to play.

Before we begin, we need to mark some ground rules: The darkroom is a place where it is
easy to stumble and be unsure as to how to handle oneself; so, below are three sets of
guidelines that when followed will help us navigate our game with respect and confidence!
Afterward, we can feel free to enter the bathhouse together and enjoy melting together...



How to Navigate The Space -

Below are two environmental points that will shape our play:

1. We will keep our cameras off (For online play).

2. We will keep our undergarments on (For all forms of play). Importantly, while we play
characters engaging in intimacy, during the game we do not actually perform sex acts.

3. If we have more than 4 players, we will use “breakout rooms” we all may freely navigate.

How to Play Safe -

We will enter the bathhouse with these three guidelines in mind:

1. An Open Door Policy. Just as folks in real bathhouses come and go freely, even
midway through a scene, we are free to come and leave our game as we will. Melt Me
celebrates participants who make healthy decisions for themselves, body and soul. If you
are leaving, it is polite to say "I'm heading to the showers." if you feel comfortable doing
so, in order to let the other players know. If you finish all your ice cream, leave play.

2. An Open Mouth Policy (Meaning, please communicate out of character!): When you
talk out of character during online play, use the text chat. During the scene, we will speak
aloud in character. If in person, when speaking out of character, cross your fingers in front of
your mouth and whisper like you are sharing a secret.

3. Please Go Slow and Moan (A form of Script Change):

e Saying "Go Slow" lowers the roleplay intensity of the scene, granting us a
moment to savor the (delectably) chill aspects of the game.
"Moaning" is an invitation to heighten the intensity of a scene.
Before we play, as a group, let’s practice both together!

How to Sweet Talk (About Dialogue) -

1. An important constraint of play is that we only speak in character when we taste ice
cream. This can take the form of a simple lick, a nibble, or a whole bite!

2. To help guide our discussion, below are some lines of text that, if we'd like, we may use to
inspire your dialogue. We don’t know at first who we are playing—during the game, we
discover who our characters are through our responses to our companions' questions.
3. The game ends when one of three cues occur:

% If all players have said "I'm heading to the showers" and have left, we leave any extra
ice cream we may have for later. At this point, the game ends.

* If two or more players’ spoons scrape along the bottom of their cups—and say "I'm
Almost There" to let the group know—at this point we lick our cups clean. If you would
rather not, use the Open Door. When everyone has gone "to the showers", the game ends.

* If two or more players’ ice creams melt completely—and say "I'm All Wet", to let the
group know—at this point, we smother ourselves with ice cream. If you would rather not,
use the Open Door. When everyone has gone "to the showers", the game ends.



Optional Darkroom Dialogue:
The darkroom is a dreamscape where, in the thralls of pleasure, we discover who we are.

Dialogue can be metaphorical or realistic. Either approach is fine. For example, if some
players want to say “ice cream” diegetically to mean something else, that sounds sweet!

Our dialogue will zoom in and out of focus, between "high resolution" lines spoken purely in
character, to more "abstract" questions that help us interrogate our identities more deeply. A
variety of prompts below captures some of possible moments in the bathhouse: intensely felt
poignancy juxtaposed with out-of-body sensation. Keep in mind that whether we use any of
the below prompts or not, we may only speak in character when we taste ice cream.

“May | touch you?”
“Come here often?”

“Why did you join me?”
“How do you like this?”
“Have | seen you before?”

“What kind of man are you?”

“Tell me about your first time.”
“Do your tastes change often?”
“How do you like to be kissed?”
“‘How many lives have you lived?”

“Have you ever been truly in love?”

“Who do you wish was here with us?”
“Do you consider yourself a veteran?”
‘Do you have a family to go home to?”
“Nipples tell a story. Tell me about yours.”

“What do you see in me that others miss?”
“What do you want of me, before we leave?”
“Who do you wish was here, instead of me?”
“What about your body do you find pride in?”
“Who was the first one you ever brought here?”

“What are you able to forget when you come here?”

“What uniform do you shed when you enter this place?”

“What about yourself would you rather keep in the dark?”

“If you were architecture, in what style were you crafted?”
“Which tattoo of yours is your favorite, and what does it mean?”

“Do you prefer to be the little spoon or the big spoon? Why so?”

“If you could make a change about this place, what would it be?”
“What do you find here that you cannot find in your personal life?”
“Tell me something you find surprising about me. Ask me what it is.”
“When | breathe in your ear, like this, what memory comes to mind?”



Cooling Off - A Brief Decompression

This game provides opportunities for us to wade into deep territory. If we'd like, we can
perform a simple decompression activity after we play to pull ourselves back to the surface.
Below are 4 questions, which are answered in rounds. Each player answers 1 per round.

1. Each player answers; How am | doing now? This can be short, just one sentence.

2. Each player details; What was a significant moment for my character?

3. Each player describes; What melted during the game?

4. Each player answers in their head, in a moment of quiet; What will | take away with me?

A Handy Reference...
Before Play:

Gather Materials: Spoons, Cup-style Ice Cream, Stable Wi-Fi, and Sweet Players!
Find a place where it is okay to make a mess. If possible, darken it.

Discuss the core rules of the game: Cameras Off/Pants On/Max 3 Players per
Room/Open Door Policy/How to Communicate/How the Game Might End

Do not make characters. Through play, we discover who we are.

Practice “Going Slow” and “Moaning”.

Take out your ice cream and take your first bite.

During Play:

Speak in character when you indulge in ice cream.

Use chat to talk out of character. If in person, cross your fingers and whisper.
If possible, say “I’'m Heading to the Showers” when leaving.

Say "I'm All Wet" when your ice cream melts.

Say “I’'m Almost There” when your spoon is scraping near the bottom.
Resist finishing all of the ice cream.

Feel free to enjoy moments of quiet, when no one is speaking—just chilling.

Cues for Ending Play and Finishing Up:

* If all players have said something like "I'm heading to the showers" and have left, we
put aside any ice cream we have remaining for later. At this point, play ends.

% If two or more players’ spoons scrape along the bottom of their cups and say "I'm
Almost There" to let the group know, we lick our cups clean. If you would rather not, use
the Open Door. When everyone has gone "to the showers", play ends.

% If two or more players’ ice creams melt completely and say "I'm All Wet", to let the
group know, we smother ourselves with ice cream. If you would rather not, use the Open
Door. When everyone has gone "to the showers", play ends.

e Then, clean up and get decent.
e After, we may coda the game with a brief decompression, as described above.
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